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GAMIFICATION OF FOREIGN LANGUAGE TEACHING
ГЕЙМІФІКАЦІЯ НАВЧАННЯ ІНОЗЕМНОЇ МОВИ 
ГЕЙМИФИКАЦИЯ ПРЕПОДАВАНИЯ ИНОСТРАННОГО ЯЗЫКА
The article reveals the potential of gamification of teaching as an effective means for 
mastering a foreign language. This article aims to outline the definition of gamification, to 
analyze the advantages of the use of gamification for learners and teachers on a theoretical 
level. The basic definition of a game is an activity involving interactions in order to implement 
specific goals set by rules. Numerous authors emphasize the advantages of gamification 
of teaching as it makes learning more meaningful and involving, increases the learners’ 
motivation, provides a positive atmosphere and encourages a relaxed learning environment. 
Today the use of digital tools in teaching is a new trend in education, as the current generation 
of students has challenged language teachers to use cutting-edge channels of communication 
with young people to convey educational content. Gamification of tasks has become a reality in 
terms of blended learning and e-learning, so the teacher is obliged to engage it as effectively as 
possible in the educational process on all levels of education.
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Розкрито потенціал гейміфікації викладання як ефективного засобу для оволодін-
ня іноземною мовою. Ця стаття має на меті окреслити визначення гейміфікації, проана-
лізувати переваги використання гейміфікації для учнів та викладачів на теоретичному 
рівні. Основне визначення гри – це діяльність, що включає взаємодії з метою реалізації 
конкретних цілей, встановлених правилами. Численні автори наголошують на перева-
гах гейміфікації викладання, оскільки вона робить навчання більш значимим та захо-
плюючим, підвищує мотивацію учнів, забезпечує позитивну атмосферу та розслаблене 
навчальне середовище. Сьогодні використання цифрових інструментів у навчанні – це 
нова тенденція в освіті, оскільки сучасне покоління студентів кидає виклик учителям 
мови використовувати найсучасніші канали спілкування з молоддю для передачі освіт-
нього змісту. Гейміфікація завдань стала реальністю в умовах змішаного навчання та 
електронного навчання, тому вчитель зобов’язаний якомога ефективніше залучати її до 
навчального процесу на всіх рівнях освіти.
Ключові слова: гейміфікація, цифрові засоби, навчання, технології.
Раскрыт потенциал геймификации обучения как эффективного средства для овла-
дения иностранным языком. Цель данной статьи – изложить определение геймифика-
ции, проанализировать преимущества использования геймификации для обучающихся 
и преподавателей на теоретическом уровне. Основное определение игры – это деятельно-
сть, предполагающая взаимодействие для реализации определенных целей, установлен-
ных правилами. Многие авторы подчеркивают преимущества геймификации обучения, 
поскольку она делает обучение более осмысленным и вовлекающим, повышает моти-
вацию учащихся, создает позитивную атмосферу и способствует непринужденной учеб-
ной обстановке. Сегодня использование цифровых инструментов в обучении является 
новой тенденцией в образовании, так как современное поколение студентов поставило 
перед преподавателями иностранных языков задачу использовать самые современные 
каналы коммуникации с молодежью для передачи образовательного контента. Гейми-
фикация заданий стала реальностью в условиях смешанного обучения и электронного 
© Kyrychenko A., 2021
85
ISSN 2313-500 Х. Англістика та американістика. Випуск 18. 2021 
обучения, поэтому преподаватель обязан максимально эффективно задействовать ее в 
образовательном процессе на всех уровнях образования.
Ключевые слова: геймификация, цифровые средства, обучение, технологии.
Teaching generations Y and Z with the didactic methods of generation X is not 
entirely successful. We try various methods and techniques, but there are no results, 
hence, we frequently witness boredom and lack of motivation in students.  So what 
can be done to interest, engage and activate students? How can language teachers 
use the game in the educational process in these age groups? You have five seconds to 
answer: Name five vegetables that can be made into juice. The abovementioned task 
is not complicated but under time pressure and in the face of competition it shows 
that even the simplest task is not so easy to be done in a limited amount of time. The 
game is a form of fun that consists of following certain rules. It is an activity involving 
interactions in order to implement specific goals set by rules. The game is also defined 
as a system in which players enter into an imaginary, definite conflict by the rules of 
the game, which in turn leads to the achievement of a specific result [7]. According to 
Koster [6], a game is a system in which players undertake fictional/abstract challenges 
defined by rules, interactivity, feedback and quantifiable outcomes which often generate 
emotions. The actions in the game are combined with subsequent ones according to the 
established rules that build the structure of a given game and define its ending.
Even though the game is a system with strictly defined rules in a defined, often 
fictional reality, it is impossible to play it without the participation of a few people, and 
that is why players-game or player-game interactions are important. The emotions are 
also closely connected with interactions which often affect players’ decisions, specific 
results obtained by participants and feedback, both positive and negative. The challenge 
that generates interest, commitment and willingness is also essential to participate in the 
game. According to Kapp, a too high level of the challenge discourages, and a too low 
level of attractiveness does not encourage taking up the game [3, p.7–9].
In game-based learning, the game is an element of the educational process, one of 
the activities during the lesson, which, in a way, constitutes the situational context for 
introducing the game task. They can increase the learning outcomes by as much as 40% 
[2]. The inclusion of games in the educational process has positive effects in terms of 
both an increase in knowledge and skills as well as durability of acquired knowledge 
and new competencies.
In addition to stimulating cognitive development, games affect emotional and social 
development [5]. They teach cooperation, coping with emotions, decision-making and 
dealing with the consequences of the actions taken. Even playing solo, a student makes 
decisions and receives feedback, that makes him/her happy or embittered. And although 
the player-game interaction does not develop strictly social competencies, learners 
shape their emotions. 
Gamification is the inclusion of elements, the mechanism of the game and thinking 
in a context that is not a game [4]. Kapp defines gamification similarly, that is, the use of 
game elements and in-game thinking to regular activities to strengthen motivation and 
commitment, promote learning and effective troubleshooting [3]. In the case of formal 
education or informally (through gamification of the elements) games are incorporated 
into the teaching and learning process. Game is a real context in which goals and tasks, 
players and rules corresponding to the levels, scoring and scoreboard are embedded. In 
the case of structural gamification, the content of the lesson or course is not changed, 
but its structure is modified by adding specific rules, badges, etc. The important thing is 
the goal, and participants are motivated by external rewards, e.g. in the form of points. 
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In content gamification, the structure of the classes remains unaltered, but the context is 
modified to be a challenge, not an aim in itself. Consequently, participants are internally 
motivated, so they make their own decisions, go to the next levels and willingly take up 
new challenges [3].
In addition to the game mechanism, i.e. goals, tasks, rules or the scoreboard, as 
well as game elements such as feedback, thinking is also important in gamification. It 
happens that students go through the levels and achieve goals by performing actions 
thoughtlessly and instinctively. However, the easier the achievement of the goal is, 
the less satisfying the results of the game are. The more learners are immersed in the 
game (they “enter” the story), the more intensively they think, they are more often 
accompanied by feelings and emotions that affect the decisions and the game results.
Defining goals is very important as learners-players must know what they are 
playing for and what they can achieve, e.g. meeting a certain number of points raises 
the score from a test/examination, etc. Goals can be short-, medium- and long-term. 
Younger participants should be exposed to short-term goals because waiting too long 
for the result can easily alienate them. The older the more patient – they are able to play 
longer, especially if the game they play is a challenge and internal motivation prevails 
over the external. A game with no specific goals in which levelling up or badges is the 
goal in itself can only cause a minority group of participants to undertake the tasks being 
willing to continue the game.
The pursuit of the main goal is undoubtedly favoured by the division of goals into 
stages, i.e. modules or levels that can follow each other in a linear system, as in Fig. 1., 
or non-linear, as shown in Fig. 2., without established sequence in the implementation 
of individual modules [3]. On the one hand, goals in a fixed order defined by the time 
frames are implemented by participants much more efficiently. Every player knows 
when to accomplish a given stage, and that achievement of one goal leads them to the 
next. Thanks to this the learner passes to the next module or level.
Figure 1. Linear system
On the other hand, a non-linear arrangement offers options to select tasks 
without a strictly defined time frame and the necessity to return to an earlier point. This 
arrangement requires, however, much more self-discipline and inner determination in 
pursuit of the goal.
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Figure 2. Non-linear system
Individual modules or levels should be situated in a real situational context, for 
instance, a short story that evokes emotions in learners. In such a case, the modules 
follow a linear scheme and are based on the classical structure of a literary work: 
introduction – development – ending. It also happens (as mentioned earlier) that the real 
context is the program course embedded in the structure and convention of the game.
In addition to goals, tasks are also important, often divided and assigned to 
individual levels or modules. The tasks should undoubtedly be adapted to the level of 
proficiency and abilities of the learners, therefore they should be neither too easy nor 
too difficult to avoid discouragement. It is advisable to grade the difficulty as well as 
define the number of points for completing the tasks correctly. In addition to taking 
into account the principle of grading the difficulty when selecting tasks,  the division 
of tasks into smaller parts is also significant. Fast and successful task completion 
builds participants new skills and the positive motivation that prompts them to take up 
subsequent initiatives and acquire new competencies [1].
The ability to select a task within a given level or module is an important element 
in gamification because each of us likes to have a choice. Choosing a task, we, players, 
have an influence on the game and the sense of control. We decide which task and for 
how many points we will perform as part of the obligatory modules. In addition to the 
compulsory levels, a choice there may also be in favour of an optional module. Tasks 
from the module or an additional level give the possibility of double choice: the first one 
is to decide to perform an optional task, and the second is to select a task from the pool 
of additional tasks. There is an opportunity to add a task during the game to each one or 
selected modules/levels. The “surprise” task is not obligatory, therefore it is a choice, a 
challenge and an opportunity to earn extra points.
Language learners completing the tasks, to a large extent work individually and 
take full responsibility for the selection of the task and for the quality of its completion. 
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Although most of the tasks are intended for individual participants, it is, however, 
an introduction of the tasks of the group or team character is an important element 
of gamification. Possibility of interaction and cooperation in pursuit of the goal and 
objectives, as well as collective responsibility for the performance of the task, strengthen 
relationships between participants, teach empathy and force to communicate.
When planning goals and tasks, it is impossible to forget about the rules, which 
the participants of the game should be guided by, i.e. points/percentages, badges, 
scoreboard or timing. Each task within a given module or level should be given the 
maximum number of points that can be obtained for a properly done task. This number 
should be adequate to the level of difficulty or work input. In addition, it is advised to 
avoid negative points for incorrect completion of tasks – participants undertaking the 
task voluntarily should not be punished and demotivated. 
Timing is essential as it motivates and calls to action. In the case of gamification 
in a linear system, the levels are consecutive and there is no possibility to go back to the 
previous module after the prescribed time limit. Whereas in the non-linear system only 
the end time of the game is outlined, students can therefore perform tasks on the chosen 
by them levels, being able to go back to any module during the game.
Gratification for reaching a certain level or for winning a certain number of points 
can be badges, for example for collecting 50 points, the participant will receive the 
“knight” status, for 100 – “prince/princess” status, and for 200 – “king/queen” status. 
An award system can also be introduced with a specific badge for completing a given 
type of task, that is, for a correctly performed quiz a student can get a specific type of 
badges. Another option is to exchange badges, e.g. for collecting five badges of one type 
the participant receives an improved version of the reward. This is the option in which 
a teacher should think over and define the rules well, and then consistently respect the 
established rules during the game.
The table of obtained results is a crucial element of the game. Points earned by 
participants from completed tasks are entered into the collective table. After each 
module or level, participants can view their profile. A teacher who is a creator of the 
game can limit the preview to the obtained results so that only a given participant can 
see their profile or see two or three profiles above or below their own. As long as the first 
option is informative, because we do not see ourselves among other participants, the 
other one is definitely motivational. Presenting all profiles as visible to every participant 
might have a negative impact on the group, it potentially lowers the motivation and 
commitment of all those participants whose results are weak and are presented at the 
end of the list. Apart from the table that we can generate e.g. in Google Sheets to record 
the results and observe the progress, a teacher can also apply charts or checklists (after 
each level or module) or other graphic forms.
Gamification can combine elements of e-learning with traditional teaching 
(blended learning), it can also be based only on traditional teaching or teaching only 
on the web (e-learning). Tasks in language education may be related to vocabulary in a 
given topic scope or selected grammar issues. They can also put emphasis on integrated 
language skills in which the issues of lexical and grammatical structures are woven into 
shaping individual skills: reading and listening comprehension, writing or speaking. 
Using gamification, we can, for example, teach about the culture of English-speaking 
countries. We can also gamify the selected textbook-based courses, both single chapter 
and the whole course. In creating the game, for example, Padlet application can be used, 
thanks to which we can send the link or QR code to the students with the description 
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of the game and its rules, as well as with the elaborately described levels and specific 
tasks with a maximum number of points for completing them in each module. Padlet 
or Wakelet applications are one of the many note-taking tools, so in order to create 
games, we can also use the website, e.g. through the website builder or blog. Tasks 
may be useful to gamify the activities, in which the student must find specific or hidden 
information. We can use various applications for this purpose and generators for creating 
the activities which engage the student. 
Gamification is undoubtedly an effective method that uses active techniques and 
forms of work. The students are engaged in learning during classes and even afterwards. 
Their task is to perform the given exercise. They have a choice and can make a decision, 
but must be proactive and act according to the established rules to achieve the best 
possible result. The teacher’s role lies in planning and organizing activities so that they 
are a challenge for the student who voluntarily makes an attempt and performs the 
selected task. It is quite a challenge, considering the fact that from a student’s perspective 
everything in learning tend to seem boring and demotivating. It is hard to involve the 
students and motivate them, which is why it is worth reaching for games during the 
lesson as thanks to them we will convey the content, stimulate the imagination and 
deliver entertainment for students.
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